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character run by a player eho decides It is going to 
r character does when he isn't getting himself killed 




































































































































































































EXITS _ SYSMESS 62 PROCESS 4 NEWLINE DONE 

The first thing we'll need to do is to define four 
names of the main compass directions (though there' 
for weights of objects and their words to be used!) 
62 ■ 'Obvious exit (si ' (note tne space after 'exit 
look a bit better, with object 4 ■ 'north', obj' 5 

* 'east' and obj' 7 - 'west', now if these four (or 
you include diagonal directions and/or up and down) 
taken as not-created (exept for those for the very 
which are placed in the initially at table, as room 
introduction screen, which the player cannot visit, 
'read'), then with a few calculations of the connec 
room visitable, and a.. 

* * ZERO 31 LET 53 64 

In process 1, just to get the look of things right, 
(called by the EXITS _ routine in response) we cou] 

* _ AT 4 PLACE 4 0 PLACE 6 0 PLACE 7 0 


type would be 











































going, as the ’Oops' routine given in the PAWS technical manual (and 
possibly the one given in 'Adventure Contact' number 13, by Mr. Bryan 
Kitts, though I've never actually read it!) makes the use of ramsave/ 
ramload impossible, as the one in the manual uses an auto' ramsave in 
process 2, as an 'Oops', and stops the use of seperate ramsave/ramload 
routines, whereas the ones given here allow the use of both! So for the 
very beginning of process 1 (or 2, depending on the writers tastes!) 


* * 0 ZERO 66 RAMSAVE 


Which, just like that given in the manual, causes an automatic ramsave 
•before’ anything can be entered by the player, but only if flag 66 is 
zeroed! These next six routines are all for response. 

*AMSA _ 0 ZERO 66 SET 66 RAMSAVE DESC 


So if ramsave is typed, and flag 66 is nothing, ie, in 'Oops mode', the 
routine sets 66, ramsaves and describes the screen, but if 66 has 
already been set by the routine above, then it can't work a second time 
can it? And thus, if ramsave is typed whilst in 'ramsave mode'.. 


RAMSA _ 1 NOTZERO 66 RAMSAVE DESC 




























NOTEQ 254 


* _ NOTED 33 A WHATO LT 51 B NOTEQ 54 252 NOTEQ 54 253 
NOTEQ 54 255 SYSMESS C PROCESS 5 NEWTEXT DONE 

Nith 'A' being the verb number of the word 'remove', so that this 

routine won't interfere with the removal (or getting) of any items from 

a container, 'B' is the number after that of the last objects number, 
and sys' C ■ 'The _ is still in the ', please note the space after 
•the', and process 5 is concerned with the printing of the name of the 
objects container on screen, so for process 5.. 

* _ EO 54 D LET 51 G 

* _ EQ 54 E LET 51 F 

With 'D' being the location number where the object is located, ie, a 
container-room number, and 'G' being the object number of the container, 
but if you 128'ers with all that memory, wish to make your games a bit 

more friendly, how about, as in my second example, if we use 'E' as a 

normal (not container) room number, and 'F' as the name of the room, 

you would then have to use some objects as the names of these rooms 

however, just as the EXITS _ examples above (with no need for weights, 
or words of objects to be used!), such as 'D' * room 5, 'G' = object 
number 5 ‘A cardboard box', 'E' « room 6 'the kitchen', though you 
could also do it like this.. 

* _ EQ 54 E MESSAGE F 

So, again with 'E* being a non-container, normal room number, and 
message 'F' being the name of the room printed, instead of an object 
used, and to end this process, we'll need a little routine like the 
one below, with 'H* ■ '_!', for the twin • EQ 54 D/E routines 
already given, which prints the name of the object-container/ 
location where the object in question is contained) 

_ MESSAGE H DONE 

And as always, you can either contact me here via the 'Coder', or at.. 

93 ROBERTS STREET, NEWCASTLE UPON TYNE, NE15 6BE 

For any comments, complaints, help that you need, or hopefully what 
we're looking for is help you can give to your fellow writers! I mean 
holding onto your own routines may help you make your own games look 
good, but helping others with some ideas you've created, not only 
helps them get their games looking great, but should make you feel very 
proud in what you've done to help, and it also gets your name and/or if 
you actually publish your games under your own label, your company's 
name in print, with full credit! So go on, give a little! 


So good bye 'till next month! 








































































































































DIGITAL DYNAMITE 


A Great Opportunity To Make Money 

From Your Commodore 64 Programs And Music 

Have you written a program which you feel is good enough to be making 
money for you? If you have then DIGITAL DYNAMITE can help you. 


An Exciting Opportunity 

We are looking for ANYTHING at all. be it Games; Utilities; Demos or even 
Music. If you've programmed it then we want to see it. If we accept it. 
and we won't turn down anything which is of a reasonably high 
standard, then you are on your way to MAKING MONEY. 


Why Digital Dynamite? 

We know how difficult it is trying to have your program commercially 
released. Very few companies accept utilities. Virtually none accept 
demos. Games are expected to be of an unreasonably high quality. GREAT 
GAMES are turned down, often in favour of those with poor playability but 
attractive graphics. 

We. like you. are part of the great games buying public. We KNOW when a 
game is fun to play and we will NOT be swayed by fancy graphics. 

We want your programs as part of a collection which we will sell as a 
package on one disk or tape. The enjoyment gained from having many good 
programs in one package is greater than that gained if all these were sold 
as separate packages 


Why Will It Sell? 

Here's why: 

. Most games are advertised for a month and are in the shops for about 
two months, we will sell by mail order, ensuring a much longer advertising 
and selling period: 

. There will be approximately sixteen programs on one disk or tape, 
roughly ELEVEN will be high quality games while the others will be 
utilities and demos; 

. The package will sell for the same price as most full price tape based 
games and for LESS than most full price disk based games: 

. Advertising in. for example. Zzap! magazine reaches approximately 
150.000 game enthusiasts every month; 

. There will be something in the package that nearly EVERYONE can enjoy 



What Programs Are We Looking For? 


Basically, anything: 

. Graphics Adventure Created adventures: 

. QUILL d adventures: 

, Adventures containing all your own programming, even in BASIC: 

. Role Playing games: 

. Strategy War games: 

. Football Manager type games; 

. Arcade Action games: 

. Arcade Adventure games: 

. Platform games; 

. Shoot--em-ups created using the Shoot 'Em Up Construction Kit; 

. Shoot-'em-ups which are all your own work; 

. Pinball tables: 

. ANY other type of game; 

. ANY utility program (e.g. Sprite Designers. Music Creators, etc.): 
. DEMOS which are highly original: 

. MUSIC. 

We only ask that the program MUST be ALL your own work. 


What About Music? 

Don't worry about music for your games or demos. In most cases we can 
arrange to have great music incorporated into your programs for you. 
giving that final professional touch. 


What's In It For You? 

You will feel successful knowing that a program which you wrote is a major 
reason why people are buying a software package You will gain 

satisfaction from the knowledge that people are using and enjoying a 

program which you have created. Also, you will receive payment for a 
program which, possibly, hasn't seen the light of day for quite a while. 

All money will be paid in royalties. This means that, for every disk or 
tape which we sell containing your program, you will be paid a proportion 
of the profits. Although the total amount of royalties paid for each tape 
or disk sold will be quite a large percentage, this will be divided 

proportionally between all of the contributors. 

Using a medium sized good quality program as an example, a contributor can 
expect to receive approximately £20-00 for EVERY 100 disks or tapes sold. 

Should we achieve as few as 1000 sales then this contributor would earn 

themselves £200-00, which is great for a program which would otherwise be 

gathering dust amongst their tape or disk collection. 

The best selling titles can achieve well over 20.000 sales. At this level 
of sales, the above contributor would have earned FOUR THOUSAND POUNDS. 
This contributor could be YOU. 













Our Guarantee To You 


We GUARANTEE that you will be paid promptly EVERY MONTH while the package 
containing your program sells. We are not like some other software 
companies, we believe that our contributors are the MOST important people 
and regular payment IN FULL ensures that they will continue to send their 
programs to us in the future. 


Send us your programs today. WHAT DO YOU HAVE TO LOSE? 

Our first package will be ready very soon, so DON'T DELAY. POST TODAY and 
your program could be on it. 

You don't even need to spend ages writing the instructions. All we 
require is brief, clear information so we can assess the program fully. 

Send your programs to: Keith M c Leman 

Digital Dynamite submissions 

54 Watermill Road 

FRASERBURGH 

Grampian 

Scotland 

AB4 5RJ 

Remember, your talent and your hobby could be making you money and all for 
the price of a postage stamp. POST YOUR PROGRAMS NOW. 


Keith M c Leman 

Partners in Digital Dynamite are: Russell Barbour- 
Keith M c Leman 








In fact, thli can ba achieved very eaaily »lth what are, generally, only email 
ahangea. There la one large routine, which I'll ahoa you In a moment, but even 
thla la relatively atralghtforward and eaey to Implement. 

The ahorta firat, though: 


































































































































1) FRANCE: Thrill upon thrill to the glory of Madame Guillotine 
hacking her way through the decadent wimps of frog nobiltyl 

2) RUSSIA: Unmask your own dissidenski, as you playski a K.G.B 
versionski of 'Jameski Bondski' for the weekendski! 

3) SOUTH AMERICA: Wince with curiosity as the aged* balding 
conquistadores pillage and sacrifice the friendly nativesl 

4) CHINA: Join chairman Mao himself, at the head of the glorious 
•long march 1 tour of the great-wall (graffitists please try the 
•New-York subway' tour instead 1) 

5) AUSTRALIA: Aid the criminal settlers in decimating the indigenous 
'Abo population'1 

6) ENGLAND: Cringe in terror of the poll-tax under the governments 
Thatcherite jackboot during the late 1980's. Join a wonderous 
E.T sceme to get the still unemployed off the dole figures! 

7) SICILY: Play the god-father, waging your own personnal vendetta 
against those nosey, wop neighbors, the Capone family! 

8) GERMANY: 'Seig Heil' and do your Impressions of the 'funny walks' 
with the rest of them, as you attend a genuine mid' 40's Nazi- 
rally, and then onto a tour of the gas-chaabers ( 1 -day only, 
autograph hunters welcome!) 

9) SPAIN: Swoon in glorious horror, as you sweat it out on a mid' 
twentieth century package tour of the 'Costa del rippoff'l 

10) AMERICA: Gasp as north and south beat each other to a pulp in 
this very uncivil war, before your very eyes! 

ill SWEDEN: 'Hurdy Gurdy' it with the rest of the inarticulate, 
incoherent, inimical and other words beginning with 'in', 
foreigners, as you lace into the opposition in this lavish 
Norse 'V' Viking spectacular! 

12) JAPAN: get your own back on the 'loadsamoney' Samurai butchers, as 
a Ninja, freeing the lowly Chinese farmers and fishermen from 
oppression! 

13) SOUTH AFRICA: Lend a hand to the whities in enslaving the peaceful 
African-people in their own country, or join the 3-mile queues for 
second-hand, infected groceries, as a so-called revolutionary 
African under the 'fascist' oppresion of P. w. Botha! 















Machine Coding your adventures Parts 

by Paul Brunyee 








































































































































































































































































































































































Investigating PAW 















































































































Useful addresses 





















































• • • • • FANTASY AND SCIENCE FICTION ADVENTURES PRESENT * • • • • 

MAGNETIC MOON 

In this 3 part, text only, science fiction adventure, your spaceship has been 
dragged down onto a strange noon by a tractor bean, and now lies in the grip 
of a magnetic field, unable to take off. Your captain calls for volunteers to 
search Tor the source of the magnetic field, and you are one of the first to 
step forward. To your horror, the captain refuses to let you go, saying that 
you are needed on board to help the 1st Lieutenant supervise repairs! You want 
to get in on the action, and decide to jump ship and search Tor the source or 
the magnetic field yourself! However, first you must get off the ship without 
the captain or the 1st lieutenant catching you-1 

MAGNETIC MOON is available in 08k and 128k versions, both at £3.49 - but see 
below for a special offer! 


AVAILABLE SOON!! The long-awaited, 3 part sequel to "Magnetic Moon". 

STARSHIP QUEST 

After freeing the 'Stellar Queen" from the grip of the "Magnetic Moon", the 
spaceship is now heading Tor a hyperspace Jump to Rigel III, in order to get 
the injured Commander Giles, who you rescued from the wrecked "Pathfinder", 
to proper medical facilities. The coonander has given you information that leads 
you to believe that the secret or the two discs that the beautiful priesteBs 
Jaelalne gave you - the “Keys to the Universe" - may be found on the planet 

the "magnetic moon" orbits. Your captain says it is Impossible for the ship 

to stop or turn back so that you can return to the mother planet, so you realise 
that you will have to go it alone again, and Jump ship! But you have only TWO 

MINUTES before the ship goes into hyperspace! Can you find some equipment and 

get off the ship in time? What perils await you on the abandoned planet?? 

Play STARSHIP QUEST and find out!! 

STARSHIP QUEST will be available, in 08k and 128k versions, at the beginning 
of October. The 128k version has more puzzles and locations, plus HELP messages 
in many locations. Price of both versions will be £3-99, but you can order your 
copy in advance for only £3-09! SPECIAL OFFER!!!! Order a copy of MAGNETIC MOON 
at the same time and you can have the two for only £5-99!!! Note that this offer 
will close on October 30th, so order both of these adventures NOW!! 

Send your cheque/PO, stating which Spectrum computer you have, to:- 
FSF ADVENTURES, 40 Harvey Gardens, Charlton, London, SE7 8AJ 
Remember: 

MAGNETIC MOON only = £3-49 STARSHIP QUEST (advance order) only = £3.**9 
MAGNETIC MOON and STARSHIP QUEST = £9.99 






Utilities available 


It you know of any other utilities or add-ons, especially for 
computers such as the USX and Atari B-blts. whatever, please write in 
and help make this list a detlnitive guide. 


CPC * Amstrad CPC range 
ARC ■ Archimedes 
BBC ■ Acorn BBC Micro 
C6a • Commodore 6a 


ELE = Electron 
MTR * Master 
SaB • Spectrua aBk 
ST ■ Atari ST range 


PROGRAM NAHE 

A-CODE 

ADLAN 

ADVENTURE BUILDER SYSTEM 

ADVENTURE CONSTRUCTION SET 

ADVENTURE KERNEL SYSTEM 

ADVENTURE WRITER 

ADVENTURESCAPE 

AOL 

ADVSYS 

ALPS 

AM1GAC? 

AMIGAVENTURE 
THE BIRO 
CHARACTER SETS 
CHARACTERS 
DRAGON WRITER 
DUNGEON BUILDER 
THE EXPANDER 
FONT CREATOR 
THE FIX 
THE FIX* 

GAC 

GAC* 

GAC DATABASE PRINTER 
THE GACPAC 
GENESIS 

THE ILLUSTRATOR 

MEGA 

MINIFIX 

PATCH 

PAW-PHOSIS 

PAW-TEL 

PIC-FIX 

PRESS 

QUA ID 
THE QUILL 
RECLAIMER 

Saga 

THE SCRIbE 

STAC 

TAC 

TAILSFIN 


COMPANY (COMPUTERS) COMMENT 
Level a (many) in-house utility only 
Graduate (CPC) 

M A Richards (SaBi 
Electronic Arts (C6ai 

Melbourne House (AMS) book llstlng/tape 
Codewriter (C6a> USA Quill 
Ai.6 (BBC i 

Public Domain (AMI) 

Public Domain iSTi 

Alpine Sortware I BBC MTR ARC) 

Incentive lAMI) Where is It? 

Public Doaain (AMI) 

Rarnjam Corporation (many) In-house/to loan 
Simicro (SaB) GAC 
G1Isott I SaBI Qul I I 
Cowen i DRG) 

Dream (C6a> 

Gllsott (Sa6> with FRESS 

Simicro iSaBi GaC 

keI sol t lSaB ) Quill 

kelsott (SaB) Quill - unreleased 

Incentive iSaB AMS C6oi 

Incentive iC6a> disk-only 

Big Sky (CBai 

Essential Myth ISaBi GAC 

CRL/CameI Micros iS«6I good band! 

Gllsott ISaB AMS C6a) Quill 

G1Isott/Kelsoft (SaBi PAW, part or PTM 

Kelsott ISaBi Qul I I 

G1Isott (SaBi QulI I 

Gllsott (SaB AMS PCi no C6a/ST! 

G1 Isort. kelsott (SaBi PAW. part ot PTMI 
G1I sott/keI sott 1SaB r PAW, part ot PTM) 
kelsott ISaB) QuiI I 
Gi I sot t (SaBi Quill 

G11 sott.keI sott (SaB) 3 PAW overlays 
Kelsott (SaB) Quill 

kelsott (Safe. GAC 

Your Spectrum (SaB) listing 
I ncent lve (ST) 

Incentr.e .tt: ELE• GAC without graphics 
Microdeal (S, AMI) 





